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Online Appendix. Sample of instructions (grades 2 to 5)

Farmers and Pirates

This game has three levels. In each level, you will be playing with a different person in
the room. The computer will decide who this person is but you will not know and it is
not the point to find out. You will be either a “Farmer” or a “Pirate.” Farmers grow magic
flowers. If you are a Farmer, you will see a screen like this (a copy of the slides is provided
in Figure 1):

[slide 1]

Your job is to hide the flower on one of the three islands. But, in some islands flowers
grow better than in others. If you hide the magic flower in this island, 8 baby flowers will
grow. If you hide it in the other island, 4 baby flowers will grow. And in that other, 3 baby
flowers will grow. You choose where to hide the flower. To do so, you just need to tap
on the island you want the flower to be hidden in. For example, you can hide it in this
island.

[slide 2]

You can change your mind as many times as you want. When you are sure of your choice,
you need to press OK to lock your choice in.

Now, if you are a Pirate, your goal is to steal the baby flowers. Your screen will say WAIT
when the farmer is hiding the flower. When the farmer has decided where to hide the
flower, you will see a screen like this.

[slide 3]
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You know that in this island, 8 baby flowers can grow, in this other, 4 baby flowers can
grow and in this other, 3 baby flowers can grow. Your job is to guess where the farmer
hid the flower. When you think you know, you just tap on the island you think the baby
flowers are. A red circle appears showing that island.

[slide 4]

You can change your mind as many times as you want. When you are sure of your choice,
you press OK to lock it in. But how do you get points in this game? Well, if the Pirate finds
the island where the flower was hidden, he steals the baby flowers! And each baby flower
is worth one point. If the Pirate does not find it, the Farmer keeps the baby flowers and,
again, each baby flower is worth 1 point. So, for example, if the Farmer hides the flower
in the island that gives 4 baby flowers and the Pirate finds it, the Pirate gets the 4 baby
flowers and the Farmer gets nothing. If he does not find it, then the Farmer keeps the 4
baby flowers and the Pirate gets nothing [launch the game].

Level 1

This is level 1 of the Farmers and Pirates game. Now, the computer will match you with
a person in the room. In this level, you will alternate roles: one time farmer, one time
pirate, one time farmer, one time pirate, and you will play many times. You will not know
what the other person did each time. Each time you play, you can do the same as before
or something different. It is entirely up to you. The computer will tell you at the end of
the game how many baby flowers you got. Remember, more baby flowers, more points
and more points, more toys in the shop.

Let us start with two pretend matches. These matches do not count for real so you will
not get points here. Just use it to practice what you want to do next. If you are a farmer,
choose one of the islands, and once you are done, wait. If you are a pirate, wait for the
farmer then guess which island has the flower [wait].

Let us play a second time, but now with the opposite role. If you were a farmer last time,
now you are a pirate, and if you were a pirate, now you are a farmer. Again, this game is
not for real. [after the practice] Are you ready to play for real now?

[start level 1] [at the end]

Level 1 is finished. You will now see a screen like this.

[slide 5]

It tells you when you were a farmer, how many times you kept the flowers [point to happy
face] and how many times you lost the flowers to the pirate [point to sad face]. It also tells
you that when you were a pirate, how many times you found the flowers [point to happy
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face] and how many times you did not find the flowers [point to sad face]. Finally, it also
tells you all the points you have won in this level of the game.

Level 2

OK, now we will move to level 2. The game is the same as before except that now if you
are the farmer, you can try to trick the pirate. If you are a farmer, this is what you will see
on your screen:

[slide 6]

Just as before, you decide where to hide the flower by tapping on an island. But now,
there is another screen on the right. This screen is for you to tell the pirate where you hid
the flower. You can tell the truth, or you can lie. It is up to you. When you have decided
what to tell the pirate, you just tap on the island you want him to believe the flower is in.
A blue circle appears in the island you click.

[slide 7]

Here, for example, this is where I hid the flower, and this is where I said I hid the flower.
You can change your mind. When you are sure where you want to hide the flower and
what you want to tell the pirate, you press OK.

Now if you are a pirate, you will see a screen that says WAIT while the farmer makes his
choice. Then you will see the same as before but also the island that the farmer wants
you to believe the flower is in. That island is circled in blue.

[slide 8]

You then need again to guess where the flower is. You may choose to believe the farmer
or not. To select an island, you tap on it and, just as before, it gets circled in red.

[slide 9]

Just like before, if the pirate finds the island with the flower, the pirate gets the baby
flowers. If the pirate does not find the island with the flower, the farmer keeps the baby
flowers.

[launch the game]

The computer will now match you with another person in the room. Again, you will
alternate roles: one time farmer, one time pirate, one time farmer, one time pirate, and
you will play many times. Whenever you are the farmer, you can try to trick the pirate
or tell the truth. When you are the pirate, you can believe the farmer or not. Each time
you play, you can do the same as before or something different. It is entirely up to you.
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As before, the computer will tell you only at the end of the game how many baby flowers
you got when you were a farmer and how many you got when you were a pirate. Are you
ready to play?

[start] [at the end]

Level 2 is finished. Just like at the end of level 1, you will see a screen like this.

[slide 10]

It tells you how many times you won as a farmer, how many times you won as a pirate,
and your total number of points.

Level 3

Let’s move to level 3. In this level, you cannot trick the pirate anymore but you can see
what the other person did the last time you played, and so will the other person. In level
3, you will play as a farmer or as a pirate several times in a row. Only after several times
you will switch role and play in your new role for several times. Suppose you are the
farmer and you have been playing already 3 times as a farmer, you will see a screen like
this:

[slide 11]

This screen tells you that you are currently the farmer. On this side, it tells you in
which island you hid the flowers each of the 3 times you already played as a farmer and
whether you won each time. If you are the pirate, you see a screen like this:

[slide 12]

This screen tells you that you are currently the pirate. On this side, it tells you in
which island you looked for the flower each time and whether you won. Do you have
any questions? Let us play then. Remember you are not going to change roles every time;
you will be always the farmer or always the pirate.

[launch the game] [after half the matches]

Ok. Now you guys are going to switch roles. If you were a farmer you will now be a pirate
and if you were a pirate you will now be a farmer. You will play with the same person.

[at the end, show them feedback]

Level 3 is finished. You will see a screen like this.

[slide 13]
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Figure 1. Slides projected on screen during instructions.
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It tells you how many baby flowers you got as a farmer, how many you got as a pirate and
the total number of baby flowers. The computer will now sum up all the points. You can
exchange these points for toys in the next room. Did you guys have fun today?

Co-editor Christopher Taber handled this manuscript.

Manuscript received 17 November, 2020; final version accepted 23 August, 2021; available on-
line 28 September, 2021.


	Online Appendix. Sample of instructions (grades 2 to 5)
	Farmers and Pirates
	Level 1
	Level 2
	Level 3


